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New Year, New Home 



-Written by Luis lemando De Vippo 



t has been a long year since the 
first issue of the Tobril saw the 
light of day on 
Dragonlance.com... quite 
literally, since we weren't able to stick 
religiously to our bi-monthly schedule. 

Chalking that up to growing pains, though, we're going to 
redouble our efforts this year to ensure that a new issue of 
the magazine is off the press, without fail, on the first 
Monday of every other month (mark your calendars!). 

Lots of news this month, but I'd like to start by paying 
tribute to the many talented people that have come together 
to bring you the Tobril over the past 6 issues. This includes 
our regulars: John Grubber, with his meaty articles on 
Ancient Krynn; Sean MacDonald, bringing us new kender 
madness each and every issue; Terry Doetzel with his 
unforgiving eye for detail; and Richard Connery who, in 
between making the Tobril look as good as it does every 
issue, also finds time to pen some of our most popular 
articles. Alongside those familiar names other contributors 
have also made their mark: Trampas Whiteman, whose 
tireless work toward keeping Dragonlance gaming alive over 
the last three years continues to this day, Brad Potts, Tobin 
Melroy, Weldon Chen, and others. 

Of course we do not forget those wonderful artists who 
have also done work for us: Diego Paredes with his fantastic 
cover art which brings Krynn to life for us every issue; 
Naomi Nemes with her delightful kender illustrations; 
Gaston Bidart, for his evocative kender cleric; Sergio 
Rodriguez with his great take on kender undead; and once 
again John Grubber, whose artistic skills we'll be seeing a lot 
more of over the next few issues. 

We haven't mentioned everyone, but to all those people 
and everyone else who has contributed to the magazine, we 
offer our heartfelt thanks. 

Looking forward then, we're going to mark the new issue 



(as you probably know by now) with a move out of 
Dragonlance.com and onto our own site at 
www.tobrilmagazine.com. Special thanks go, as always, to 
Matt Haag, the webmaster of Dragonlance.com, for giving 
the Tobril a home for the last year or so (and for his patience 
in dealing with the Tobrileers' many unreasonable 
demands!). 

Bringing Volume 3 in with a bang, 2004 will also see 
www.tobrilmagazine.com start publishing other stand-alone 
products, besides the e-zine, and all free of course. The first 
one, an adventure called "The Brand", will be available after 
we premier this issue, and we hope to publish a new 
Dragonlance adventure (or short adventure anthology) every 
quarter. We will also be offering other gaming content in the 
future; we will give you more information on this as we get 
it. 

Not only that, but to celebrate the launch of the website 
we also have a contest for you! On offer, one of the original 
covers of the Tobril, signed by up-and-coming talent Diego 
Paredes, along with a copy of another gaming product which 
also bears his name: WORLD OF WHITETHORN 1A: The 
Hamlet ofThumble and finally a copy of the upcoming Bestiary 
of Krynn. You can find the contest rules at 
www.tobrilmagazine.com/contest — good luck! 

Finally, with this new home comes a new contact address: 
tobril@tobrilmagazine.com. We would love to hear your 
opinions about the magazine and our other projects, 
whether good or bad, and we hope to get enough feedback to 
create a Letters page in the magazine. All unsolicited 
submissions (which of course we're always happy to consider 
for publication), should be sent to this address, and you can 
check the latest submission guidelines on our website. 

In closing, all of the editors at the Tobril would like to 
thank you, the readers, for your continued support of the 
magazine. 2004 looks set to be an exciting year for 
Dragonlance gaming, and we intend to be right in the thick 
of it! 

Luis Fernando De Pippo 
Editor of the Tobril 



Submitting your articles: 

If you've written a piece of fiction, reference, gaming or have some other Dragonlance-related article to show the 
community and would like to see it in an future issue of the Tobril just send your proposals to tobril@tobrilmagazine.com. 
We're also very interested in hearing your thoughts on the magazine so sharpen those quills, bring out the ink and dust off 
that old parchment you've been saving. "By the fans, for the fans." 
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Kender Mariners 



-Written by Sean Macdonald 




ife on the open sea, riding 
aboard a smooth-sailing vessel 
over crystal clear waters, 
watching dolphins play and 
skip along the side of your craft and 
weathering fierce storms that may take 
your life in the time it takes to blink an eye. 
What kender worth his salt wouldn't want 
to experience that, matey? 

—Keelhaul Scuttlebutt 

Kender can be found in nearly every port city of Ansalon, 
with perhaps the exception of the Minotaur Isles. Even 
there, runaway kender slaves are found now and again 
resting beneath the docks to escape the notice of the bull- 
men. Therefore it shouldn't be surprising to learn that 
kender can also be found on a good number of ships as well. 
What may be of interest is that not all of them are unwanted 
passengers; some of them are actually part of the crew, and 
serve as dedicated sailors. 

For over four hundred years, Hylo, the kender capital in 
Northern Ergoth, has been a port city. In that time many 
kender have become intimately familiar with life upon the 
sea, and in fact, with the only way to the mainland off 
Northern Ergoth being by way of ship, it's a safe bet that any 
kender from Hylo encountered on land has taken up passage 
on a ship at least once in their life. Of course, one journey 
does not make a kender a sailor (no matter what he may like 
to believe), but a number of kender do happen to take up life 
on the ocean waves for different reasons. 

Despite the belief that no sane captain would pull their 
vessel into a kender harbor, a number of different types of 
ships can be seen in Hylo. Logging ships from up north can 
be found within the harbor nearly year-round, as the dark 
skinned Ergothians harvest lumber from the verdant forests 
of Kenderhome. Under-sized kender fishing vessels dart 



across the bay and into the open waters in search of fish. 
Merchant ships from Sancrist, Palanthas, Ergoth and 
Sanction all cautiously make port every now and again to 
trade for expertly carved figurines of wood, jade, or ebony, as 
well as spices, lumber and other more esoteric objects. Along 
with all of these ships, one can usually find iron steamers 
and other vessels of gnomish design. Hylo is one of the few 
ports that allow the docking of these ships without an 
outrageous fee. 

With all of these ships there is a fair chance that a good 
number of them will attract the attention of local kender and 
inspire them to explore the notion of life as a sailor. Such 
kender can become sailors in a number of ways. Many adopt 
a fascination with the open sea early in life, and many of 
them may come from a background in sailing. They may 
have had uncles or aunts who were sailors, and may have 
been scrubbing decks and walking planks since they were 
just little kenderkin. Other kender may start their 
commissions aboard a ship as a stowaway. While it is 
common practice to simply toss kender stowaways 
overboard, some of them manage to bargain for their life and 
are pressed into service until they reach the next port. By 
that time they would normally have escaped their 
enslavement or won over the affection of the crew and 
remained on board. 

Occasionally kender will take to the sea in their own ship, 
typically manned by an all kender crew. These vessels are 
often light and fast allowing for a quick get-away and making 
it easy to hide along the coast when necessary. Small ships 
with names like "The Laughing Loon" and "The Jolly Ogre" 
can occasionally be found empty and seemingly abandoned 
in the ports of Palanthas or Sanction with kender crews that 
have struck off on shore leave, and there have been reports 
of kender ships like these in the waters surrounding 
Ansalon. While some tales claim that kender pirates will 
board a ship and strip it clean, kender sailors say this is 
simply untrue, and that these kender ships are nothing more 
than explorers stopping by for a friendly visit. Ultimately, it 
all seems to depend on how you look at the situation. 

In general, kender make excellent sailors. Although you 
have to be strong, a kender's natural dexterity and 
fearlessness makes them useful for a number of jobs. 
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Because of their small frame kender are unmatched at 
scaling a ship's many ropes. They help maintain the rigging, 
oil the masts, repair the sails, and keep watch from the crow's 
nest, navigating the network of ropes like they would back 
home to climb into a friend's house. They are also useful for 
lowering over the side of the ship to caulk, tar and paint the 
hull. Many times kender tend to be the entertainment on- 
board as well, always willing to sing a bawdy song or tell a 
story at the drop of a hat. Once you have the loyalty of a 
kender mariner you can be sure they will protect you as if 
you were their very own captain (a position many kender 
mariners respect, but rarely aspire to, preferring the freedom 
of sailing to the responsibility of command). 

Kender mariners experience wanderlust just like any 
other kender, although they tend to stick near the coast or 
journey from one port to the next over sea. They are often 
proud of the fact that they have made a life for themselves 
away from landlubbers and while on wanderlust they will 
often share tales of their exploits on the sea, dropping hints 
as to their true occupation. Sometimes, they will take a year 
or two off and explore the land. During these respites from 
the ocean the kender mariner will always be on the look-out 
for new tales and items that they can one day bring back to 
their shipmates. . . but the lure of the sea will always beckon 
them back. "Why walk when you can sail?" is a typical 
kender mariner phrase, and when their wanderlust has 
subsided they will normally find their way back to a good 
ship and spend the rest of their days upon the waves.^ 



About the Author 

Sean Macdonald has been dreaming about Krynn for 
almost two decades and is webmaster of the largest 
kender website on the Internet. He is currently part of 
the Whitestone Council and is looking forward to the 
future of gaming in Dragonlance. He is kender crazy 
and has just finished the long awaited kender handbook 
called the Kencyclopedia. 
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Master of the Arena 

— Written by Luis lemando de Vippo 



inotaur Champions represent 
the elite warriors of this 
horned race. The elite of their 
clan and of their people, they 
bring great honour to their 
armies, or to those that bet on them in the 
Imperial Games. Champions are most at 
home in the gladiatorial arena, where they 
excel, and where they are trained to 
demonstrate the superiority of the minotaur 
warrior among the lesser folk of minotaur 
society. It is also in the arena that they are 
exposed, more than potentially any other 
warrior, to combat with members of other 
races. 

When not fighting for the masses, minotaur champions 
form part of special strike forces, or choose to crew on the 
many ships that patrol the waters of the minotaur islands. 
Here they are able to repel intruders with the superior 
ferocity and cunning which is born of fighting for their 
survival every day of their lives. 
Hit Die: dlO. 



Requirements 

To qualify to become a minotaur champion, a character must 
fulfill all the following criteria. 

Race: Minotaur. 

Base Attack Bonus: +10. 

Skills: Bluff 3 ranks, Perform (acting) 3 ranks, Sense 
Motive 3 ranks, Tumble 3 ranks. 

Feats: Great Cleave, Weapon Specialization. 

Special: Must have single-handedly defeated a non 
minotaur opponent of the same level or above in the arena. 

Class Skills 

The minotaur champion's class skills (and the key ability for 
each skill) are Balance (Dex), Bluff (Cha), Climb (Str), 
Intimidate (Cha), Jump (Str), Perform (Cha), Profession 
(Wis), Sense Motive (Wis), Swim (Str) and Tumble (Dex). 
See Chapter 4 of the Player's Handbook for skill descriptions. 

Skill Points at Each Level: 2 + Int modifier 

Class Features 

All of the following are class features of the minotaur 
champion prestige class. 

Weapon and Armor Proficiency: Minotaur champions 
are proficient with all simple and martial weapons, and with 
all types of armor and shields, including tower shields. 

Strong Will (Ex): At 1st level the minotaur champion 
learns to trust utterly in his own superiority, and gains a +2 
morale bonus to Will saving throws vs. enchantments and 



Table 1-1: The Minotaur Champion 



Class 


Base 


Fort 


Ref 


Will 




Level 


Attack Bonus 


Save 


Save 


Save 


Special 


1st 


+1 


+2 


+0 


+0 


Strong willed 


2nd 


+2 


+3 


+0 


+0 


Improved feint 


3rd 


+3 


+3 


+1 


+1 


Uncanny dodge 


4th 


+4 


+4 


+1 


+1 


Signature move, tag team 


5th 


+5 


+4 


+1 


+1 


Damage reduction 1/- blind fight 


6th 


+6 


+5 


+2 


+2 


Weapon of blood 


7th 


+7 


+5 


+2 


+2 


Blindsight, unnerving defense 


8th 


+8 


+6 


+2 


+2 


Play the crowd 


9th 


+9 


+6 


+3 


+3 


Strength of the bull 


10th 


+10 


+7 


+3 


+3 


Crushing blow 
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compulsions. 

Improved Feint: At 2nd level the minotaur champion 
gains the Improved Feint feat for free, even if he does not 
meet the prerequisites. 

Uncanny Dodge: At 3rd level the minotaur champion 
gains the extraordinary ability to react to danger before his 
senses would normally allow him to do so. He retains his 
Dexterity bonus to AC (if any) regardless of being caught 
flat-footed or struck by an invisible attacker. If he has the 
uncanny dodge ability from a previous class or ability, the 
bonuses stack. 

Signature Move: At 4th level a minotaur champion 
develops his signature move, an expression of respect for his 
audience and contempt for his opponents. This move can 
take any form the champion desires, such as cleaving an 
opponent with his axe or impaling him with his horns. The 
move, which can be used once per arena combat (encounter) 
and once per day per two minotaur champion levels, and is a 
full-round attack action. If the champion hits his opponent 
the attack is automatically considered a critical threat, 
regardless of the actual score rolled, and the champion must 
immediately attempt a critical hit roll as normal. If he ever 
fails to score a critical with his signature move, he suffers a - 
1 morale penalty to attack and damage rolls for the 
remainder of the combat, due to his shaken belief in his own 
prowess. Creatures immune to critical hits are unaffected by 
this ability. 

Tag Team: When using the Aid Another action a 4th level 
minotaur champion doubles the normal benefits (either a +4 
circumstance bonus to his companion's attacks or Armor 
Class if the check is successful). 

Damage Reduction (Ex): At 5th level the minotaur 
champion can ignore the first point of damage per hit 
inflicted on him. Damage reduction can reduce damage to 
but not below 0. 

Blind Fight: At 4th level, the minotaur champion gains 
the Blind Fight feat as a bonus feat. 

Weapon of Blood (Ex): At 6th level, and once per day for 
every two minotaur champion levels, the minotaur can 
confer the wounding property to his weapon for 1 round 
plus his Charisma bonus (if any) as a free action. All wounds 
done by this attack continue to bleed for an extra point of 
damage for 5 rounds. This bleeding is cumulative, so 
someone struck by the Weapon of Blood twice bleeds 2 
points of damage per round. 

Blindsight: At 7th level the minotaur champion can 
ascertain creatures by non-visual means (mostly using 
hearing and smell, but also by noticing vibration and other 
environmental cues) within a range of 30 feet. This ability 
comes about by way of the minotaur champion regularly 
blindfolding himself during training and combat, an 
expression of extreme self-confidence used to charm the 
crowd and intimidate opponents. 

Unnerving Defense: At 7th level, as a free action the 
character can claim the total defense bonus while still being 
able to do all actions. All attacks suffer a -5 penalty and he 
automatically fails any Balance skill checks during the 
round. The minotaur champion can only perform this move 
if he's on level terrain (doesn't have any movement 
penalties). 



Play the Crowd (Ex): At 8th level the minotaur 
champion can incite the crowd of the arena by successfully 
using his signature move. If the move succeeds, the roar of 
the crowd heightens the Champion's already inflated self- 
belief, gaining him a +4 morale bonus to all attack and 
damage rolls or a 4 temporary hit points per minotaur 
champion level. The character choose which bonus at the 
time of the move and either benefit lasts for 2 rounds plus 
his Charisma bonus (if any) or 

Crushing Blow (Ex): At 9th level the Minotaur 
Champion gains the extraordinary ability to automatically 
convert a melee hit into a critical hit. This ability can be used 
once per arena combat (encounter) and once per day for 
every three minotaur champion levels, and is considered a 
full-round attack action. It is therefore only possible to 
execute this maneuver on the first melee attack of the 
character's turn. 

Strength of the Bull (Su): At 10th level the minotaur 
champion gains the ability to imbue himself with the effects 
of a bull's strength spell once per day. This ability confers a 
morale (not enhancement) bonus of +4 points to the 
minotaur's strength and operates as if cast by a 10th level 
wizard. It has only the verbal component "might makes 
right" spoken in the minotaur tongue.^ 



About the Author 

Luis F. De Pippo is a journalist and the only member of 
the council living in Argentina. He works for the 
government of his country, which explains a lot about 
the current situation, and has been with the Whitestone 
Council since its formation. He is the current editor of 
the Tobril magazine you are reading. 



The Tobril 




7 



am 



4- • 



April 2004 




You can find the first part of this article in issue 6 of the Tobril 
released on November 2003. 



Tomb Artifacts 

There are countless objects secreted within the eternal sleep 
of Krynn's tombs, from artwork to weapons, chariots to 
servants. Some objects of the dead though, have acquired 
renown of their own. The following are only a few found on 
Krynn. 

Scepter of Uumar 

This rod is the thighbone of Uumar, a high ogre sorcerer, 
wrapped in a burial shroud and painted with arcane symbols. 
It is an ancient piece, created before the ogres fell, some 
9000 years before the cataclysm. It is a scepter of potent 
magic, bestowing on its wielder control of the winds and the 
ability to summon hordes of insects. It is also a powerful 
weapon, the passing millennia hardening it to iron-like 
toughness, the runes upon it protecting the wielder from 



harm as well. It passed through a succession of owners, from 
dragons to dwarves, warlords and thieves, until finding its 
way to Dauroth, the first of the Titans in the fifth age. The 
scepter disappeared for two thousand years, taken from the 
slain green dragoness Temigaas in the third dragonwar, and 
hung as a trophy in the halls of Castle uth Maedar, home to a 
long line of Solamnic Knights. It eventually ended up in the 
Vaults of the Kingpriest, a great storehouse of arcane and 
wondrous artifacts. The Cataclysm destroyed the vaults and 
cast their contents out among the world, where eventually it 
came to the ogre nations of Blode and Kern. 

Umbral Mask 

This artifact came from the tomb of one of Istar's most 
revered priests. Throughout Krynn's history, it has been 
wielded by men and women of power, luring them with its 
promises. It is an utterly evil mask, cursed by its maker in a 
fit of vengeful anger. Rafai of Kalaman had once been a mask 
maker of great repute, but after an accusation of forgery, his 
reputation was ruined and he was cast out from the city. 
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Penniless, he tracked the accusation back to one of Istar's 
great priests — a man of piety and cruelty, of wickedness and 
depravity, a man Rafai had refused to work for in his youth. 
None knew the priest's dark side, though — only Rafai. He 
disguised himself as a simple artisan, and found work 
installing mosaics in the temple of the priest. In time Rafai 
gained his confidence and offered to make for the priest a 
mask for a great festival that was soon to occur. The priest 
agreed, and Rafai began to work on the mask. 

He laboured for months, 
scouring shops for the teeth 
that decorated it, spending all 
he had accumulated to find 
what he needed. As the 
process ended, Rafai cut his 
own wrist, his lifeblood 
pouring into the mask as he 
uttered his dying curse. The 
completed mask was 
delivered to the priest as Rafai 
ordered in his will, to 
complete the mad artist's 
vengeful plan. When the 
priest donned it for the 
festival the mask awoke, and 
slowly began to consume 
him, driving him mad as it 
bled his life-force from him. 
The process took time 
though, and the mask had 
him, gnawed at him, as an 
animal does a bone. None 
made the connection, 

assuming it was only the dementia of an old man. Few ever 
saw the mask after the festival, for the priest only wore it 
secretly, to revel in its addictive power. 

Over the months, with the mask's aid and counsel, his 
power grew, but still it was not enough. He began to 
denounce the Kingpriests, risking excommunication and 
worse. His own reputation sullied, the priest was pressured 
to quietly retire by his advisors, and he finally did. He died 
soon after, wasting away quickly as the mask feasted on him. 
He wore the grotesque artwork constantly, hoping to find 
some way to regain his prominence, but in the end, even the 
mask abandoned him, growing silent and refusing his pleas 
for help. They buried the mask with him in his mausoleum 
at Zephaniah, but it did not remain there. In time it reached 
out to a guardian of the Necropolis, who disgraced himself 
and his order by breaking the holy seal and stealing the 
artifact. 

The ceramic mask is gray, and tiled with the teeth of all 
manner of creatures. It bestows a euphoria upon the wearer, 
a sense of power wherein they don't eat, drink or sleep. The 
mask sustains them and banishes physical needs — a gift to 
wizards and priests, so they can spend their life in prayer or 
study. The gift has a dark side though, for the mask feeds off 
the wearer, drawing energy from them to conduct its magic, 
but using that same magic to hide its effects. At first the 
wearer will be no different, but slowly, the mask will 
consume them, drive them to paranoia and fear, pushing 



others away, while it devours them. The wearer's body will 
wither like fruit on a vine, and for those lucky enough to 
break through the spell, realizing its true cost, they will find 
that the mask has bound itself to them, and will not release 
its hold. 

They then face a race against time, for it is only a matter of 
days before the mask finishes its gruesome work, and leaves 
them a pariah, a withered corpse caught between the realms 
of light and darkness, in the shadow of life and death. Once 

it has nothing left to feed 
on, the mask detaches itself, 
and lures another to it, 
sometimes to wear, 
sometimes just to travel 
with, lying dormant, 
planting seeds and 
suggestions in the 
subconscious of those 
around it, subtly steering 
them until it finds another 
victim. The mask alone 
decides. Those broken souls 
left in its wake are 
consumed by hatred and 
madness, wandering the 
land, seeking the mask and 
one who can cure them. The 
mask of course knows this, 
and distances itself from 
those powerful enough to 
break its grip with holy 
might. 

Orcae Spiritu and Arcum Spiritum 
(Jars and Casket of Spirits) 

Within these jars lay the souls of the dead, trapped there as 
power sources for a long-dead mage. His plan was to use 
them to re-enter the world after his death, but he was slain 
by the Conclave before his plan could be fulfilled. The jars 
were lost in the intervening millennia. There are six jars in 
all, each capable of storing numerous spirits. In the years 
since they were captured and imprisoned, the souls have 
merged and split apart many times, rendering them highly 
intelligent, but wholly insane. Each has traits of the others, 
and the personality of the spirit can change from moment to 
moment as memories surface. 

As long as the seals are in place, the spirits are contained, 
but if blood touches the seals, they crack open, unleashing 
their inhabitants. Each jar contains these co-mingled spirits, 
who take over living beings as they encounter them, 
jumping from person to person. Some are controlled as 
puppets, others are merely hosts for a time. None are 
untouched by the experience. Survivors speak of being 
plagued by strange dreams, and memories that are not their 
own. They are the lucky ones. 

The spirits within the jars are driven by two needs: to 
finish tasks they sought to complete in life, but were barred 
from finishing, and to gather the whole of their spirit. Each 
fragmented personality that surfaces will seek to complete 
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its own task, driving the possessed host in different 
directions as it follows psychic scents and its own 
otherworldly instincts. Many are the people who have been 
imprisoned in asylums after being taken over by the spirits. 
They are left mute and haunted by the experience, many 
taking their lives or going on to commit horrible deeds. 
Rarely, they enter a life of secluded spirituality, seeking to 
purge their body and soul through penance and ritual 
suffering in monasteries. Once their tasks are complete, the 
spirits will seek to gather each other to the chest, and bring 
the jars to it. This becomes more urgent as the possible time 
of the ritual approaches, and the spirits grow more reckless 
and frenzied. 

The chest that originally contained the jars has been lost 
to the ages, but it is believed that the jars, when placed 
within it at the right time, will be stilled and the spirits 
within calmed. The jars can then be opened and the spirits 
within released. The ceremony can only be done once in a 
decade, when the constellation of Chemosh is at its highest 
on the Night of the Eye. The trapped can only be freed 
properly all at once, for it is only then that the spirits can be 
wholly reformed and sent to their rest. 

Throughout the world, some jars have been opened, some 
remain sealed. Woe to those who open the jars improperly at 
this time though, for they will likely find themselves pulled 
into the jars with the vengeful spirits, payment for spoiling 
their chance at peaceful rest for another ten years. 

Wrappings 

Mummy Wrappings are powerful artifacts to necromancers, 
worshippers of Chemosh and undead hunters. Their power 



lies in who they have wrapped, for they 
absorb power from the being within. In 
time, some of these wrappings even 
gain a dark intelligence of their own, 
becoming raggamoffyns. Through age 
or dark powers, the wrappings often 
gain a strength and resilience 
uncommon to their materials. 

Intact, they are enchanted and used 
as vestments for Chemosh cultists, 
providing an unholy link with their 
dark patron. They form the armor of 
faith that is found throughout the 
priesthoods, allowing the wearer to 
walk between the worlds and have 
protection in both. 

Necromancers often use pieces of the 
fabric to summon and control lesser 
undead, in some cases lashing a 
phylactery to the monster to animate it, 
or wrapping a length of the cloth 
around the creature to more fully 
control it. The necromancer's control 
over the creatures is usually a found in a 
bone wrapped in the cloth, worn as a 
pendant, or in a bone scepter, which 
they often wield as a club. In rare cases, 
blood drawn with the weapon is nearly 
instantly absorbed by the cloth, its loose tendrils unraveling 
to form a blood-hungry scourge. The most powerful of the 
dark wizards also use the wrappings as a way to scry through 
their servants' eyes and speak with their mouths. They are 
potent connections, and can greatly enhance the power of 
otherwise mundane undead creatures. 

Undead hunters often use the wrappings to track and find 
the unliving, and in some cases, escape detection by 
wrapping themselves in them. More than one cleric has 
wrapped a macehead in the foul cloth to aid in combat with 
the denizens of night, though such a tactic is used at the 
wielder's risk, for the same dark hunger awoken by 
necromancers can also be awakened in these weapons. Some 
have been found dead in their bedrolls after these battles, the 
wrappings coiled about their throat like a constrictor. 

Denizens of the Tombs 

Many creatures are found within the tombs of Krynn, too 
many to discuss here. The few described below are not often 
encountered, but they are deadly opponents of which all 
would-be plunderers should be aware. 

Wrapping Raggamoffyn 

There are rare instances when a great magic user has been 
mummified, by accident or intentionally and their 
wrappings themselves absorb sorcerous energies from the 
body they surround. The wrappings can exist without their 
host, though some prefer to work with the body beneath 
their folds. While most raggamoffyns are peaceful, mummy 
wrapping raggamoffyns have the same disposition as their 
host, the two existing in a bond of unholy magic. 
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The wrappings serve the mummy, acting as extensions of 
the undead body, as weapons and tools, spies and shields. 
They are made of linen strips or other cloth-strip wrappings, 
or in rare cases, vines and roots of plants. Their slender 
nature makes them move much like snakes over the 
surface of the host's body. In combat, they 
grapple with opponents close to their host, 
trapping weapons and limbs, covering 
eyes, and choking their victim. Coupled 
with the might of the mummy itself, 
small wonder that many tombs from 
before the Cataclysm remain 
undisturbed. 



Shroud Raggamoffyn 

The only known shroud 
raggamoffyns are those created when 4| 
sea sorcerers of Ergoth die. They are 
much larger than wrapping 
raggamoffyns, made of the sailcloth 
shroud the body was wrapped with. Some 
are sheets of fabric large enough to envelop '' 
a body, while others have been torn by the 
awakening mummy, in the process gaining dexterous 
cloth digits with which to serve their master. As with the 
wrapping raggamoffyn, they can live independently, but 
have been tarred to the deceased body, and cannot break free 
on their own. Consequently, most choose to work and live 
with their host. Their favorite method of attack is to simply 
wrap the enemy's face in their thick folds, suffocating them. 
While they can do this in combat, often times they will wait 
until the fall of night, and slay the tomb robbers while they 
sleep. 

Mortuary Figurine 

These figures are found among almost every race, and range 
in size from a pendant to a small cat. Typically, they are small 
figures placed within or outside a tomb, or in some cases 
wrapped with the body itself. They can be found encased in 
walls, as the pillars of sarcophagi, or in other decorative 
applications. Constructs of deceptive appearance, they are 
seemingly small and weak, but possess great cunning and 
stealth. Individually, they are not effective in combat, 
instead, they attack in a group, swarming an opponent and 
bearing them to the ground. Once there, they pummel and 
stab the victim, distracting them while other more powerful 
minions move in to attack. 

Tomb and Chamber Guardians 

These vary greatly in nature. Some are lesser forms of 
undead — attendants of the ancient dead, sacrificed and 
buried at the time of death. They are bedecked in the armor 
and arms of their culture, and serve the will of the mummy 
completely. Skeletons, skeleton warriors, ghosts, wights, and 
zombies are among the myriad forms of undead that are used 
to protect the ancient dead. There are other types of 
guardians though — constructs of wood, clay and stone, 
created by loyal priests and sorcerers to protect the sanctity 
of the tomb and serve the dead in eternity. 



The statues can be of any size, from small hollow clay 
figures to stone giants twenty feet tall. Children, monsters, 
warriors — any and all can be found within the tombs of 
Ansalon. Some were enchanted grave goods, placed 
at the time of their charge's death, while others 
stand in family crypts, built with the tomb 
itself in centuries past. They are bound to 
the limits of the tomb by powerful 
magics, ordered to serve and protect 
whoever was buried within, and 
cannot leave the funerary complex 
voluntarily. Those that are removed 
cease to function and remain in 
hibernation for eternity. This does 
not mean they cannot be awoken 
though, if their master awakes and 
comes to them, or of they are returned 
to their dwelling place. 
Not all guardians are statues either: 
some come in the form of relief sculptures 
and paintings, charmed to come to life only 
when the chambers are breached. They leap 
from the walls, creatures of stone, plaster and 
pigment driving back the interlopers before returning to 
their place upon the walls of the tomb. Their chipped and 
weathered appearance is a testament to their effective 
defense as well as their longevity. Some say that the stained 
glass windows of the High Clerist's Tower are guardians, 
slender beings of rainbow-hued, razor-edged glass, who leap 
to life to strike at those who invade the tower.^ 






About the Author 
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More Leaves from the Inn of the Last Home and Bertrems 
Guide to the War of Souls, Volume 1. He is currently work- 
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A look at the upcoming 
Dragonlance products 



-Written by Craig J. Ries 




his year's Dragonlance product 
schedule is shaping up to be 
one of the most interesting yet. 
The first half of the year will 
see the second volumes of both 
the Ergoth and Minotaur Wars trilogies, a 
new anthology, The Search for Power, and 
the introduction of at least two new Young 
Readers adventure novels this summer. 



What will the future hold for the 
farmer turned soldier, Tol? 
Thankfully, we don't have to wait 
long to find out; The Wizard's Tate, 
the second volume in Paul 
Thompson and Tonya Cook's 
Ergoth trilogy, will hit store shelves 
this February. For those of you that 
can't wait that long, a sample 
chapter of this novel is available 
via the product page on the 
Wizards of the Coast web site 1 . 



Tales of honor and turmoil 
continue with Tides of Blood, the 
second Minotaur Wars novel 
from Richard Knaak. Look for 
this one in hardcover this April, 
as well as the paperback printing 
of Night of Blood which should be 
on store shelves by the time you 
read this. 




1 http : / / www. wizards .com/ default, asp ?x=products / 
dlnovel/965450000 



Not to be forgotten, two more 
volumes arrive for the Age of 
Mortals series, with Nancy 
Berberick's Prisoner of Haven in 
June and Doug Niles's Wizards 1 
Conclave in July. 





The first two new Young 
Readers novels are also soon 
set to arrive, under the 
Dragonlance: The New 
Adventures series. Titled Temple 
of the Dragonslayer and The 
Dying Kingdom, these novels 
are aimed at the younger age- 
group that may have been 
introduced to Dragonlance via 
the Young Readers editions of 
Chronicles and will take place 
in the time following the War of the Lance 
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Looking forward to the latter half of the year, when the 
second volume in the Linsha trilogy as well as the 
eagerly awaited Amber and Ashes, the first volume in 
Margaret Weis's new Dark Disciple series, are both set 
to hit the shelves. Fans of Dhamon Grimwulf will also 
no doubt be on the lookout for Jean Rabe's Lake of Death, 
due this fall. 



Schedule 




New novels 




Out Now 


The Wizard's Fate, Ergoth Trilogy v.2 




May 


Tides of Blood, Minotaur Wars trilogy v.2, 
hardcover 




May 


The Search for Power, anthology 




May 


Temple of the Dragonslayer, YR novel 




Jun 


Prisoner of Haven, Age of Mortals v.4 




Jul 


Wizards' Conclave, Age of Mortals v.5 




Jul 


The Dying Kingdom, YR novel 





New game material 

Apr Key of Destiny 

May Bestiary of Krynn 

Jun Towers of High Sorcery 

Aug War of the Lance 

Paperback reprints 

Out Now Night of Blood, Minotaur Wars trilogy v.l 
Hardcover reprints 

Out Now Time of the Twins, Legends trilogy v.l 



Sovereign Press are also hoping to build on the success of 
their Dragonlance gaming line with several releases in the 
next few months. First up is Key of Destiny, the opening salvo 
in the three-part Age of Mortals "super-module" series, 
which hopes to recreate the grandeur of the original DL 
series of modules and which should, after a series of delays, 
see the light of day in April. Next, the Bestiary of Krynn is due 
in May, an expansive encyclopedia of monsters old and new 
from the Dragonlance setting. Finally, the long-awaited 
Towers of High Sorcery should be released in June, a 
comprehensive look at magic in all its forms on Krynn, and 
featuring a wealth of never-before-seen detail which should 
sate the appetite of the most demanding of fans. 

As if all of this Dragonlance goodness wasn't enough, the 
first two issues of the Legend of Huma comic adaptation have 
already been released, with new issues coming out monthly. 
Set to be at least a dozen issues, the chances are good it will 
be even more than that. Tobril contributor and Whitestone 
Council founder Trampas Whiteman joins in on the fun as 
writer on the comic, starting with issue #3! You can see some 
previews of this exciting new product via a 5.2 Mb download 
on the Roaring Studios web site 2 . 



j http:/ / www.roaringstudios.com/newsarama/huma.pdf 



The Tobril 




15 



April 2004 





The Bonds of Magic 

— Written by Adam Austin-Andrew 




hroughout history there have 
been few examples ofKrynn's 
"shorter-lived" races enjoying 
strong bonds with the most 
majestic of the world's 
creatures — Dragons. These relationships 
have ranged from a sharing of martial 
passion (Kitiara with Khellendros, Steel 
Brightblade with Flare) to a sharing of 
physical and emotional passion (Gilthanas 
with Silvara, Huma with Heart). 

An even more exceptional occurrence, however, is the bond 
that comes into being when man and dragon discover a 
shared passion for sorcery and a mutual devotion to a 
particular goal. This new breed of relationship, born in the 
Age of Mortals, has given rise to a new kind of sorcerer — the 
Dragon Sorcerer. 

Once the bonds of friendship, fellowship and purpose 
have tied a dragon and human (or elf) together, each one 
draws strength and confidence from the other, making them 
a most formidable pair. When the human involved is a 
sorcerer, however, their unity of heart and mind allows her 
to draw more than spiritual strength from her partner 
dragon. She can also tap her dragon partner's sorcerous 



abilities to strengthen her own spells. 

Although on the surface the coupling of two such contrary 
individuals would seem unlikely, pairings like this have 
occurred, most notably between Ulin Majere and his dragon 
partner Sunrise. The advantages the sorcerer gains are 
obvious, but what has recently become apparent is the 
benefit that the dragon partner gains from such a union. By 
closely associating themselves with the "lesser" races, 
dragons can inherit some of the immediacy that rules 
humanity. They seem to learn faster and are able to make 
quicker decisions than their brethren, enabling them to 
experience what it is like to feel the swirling flood of 
emotions that humans are composed of. 

Hit Die: d4. 

Requirements 

To qualify to become a dragon sorcerer, a character must 
fulfill all the following criteria. 

Alignment: Same as companion dragon. 

Skills: Diplomacy 5 ranks, Ride 5 ranks, Knowledge 
(arcana) 8 ranks, Sense Motive 3 ranks, Spellcraft 8 ranks. 

Feats: Leadership and any one metamagic feat. 

Spellcasting: Ability to spontaneously cast 5th-level 
arcane spells. 

Special: Must have befriended a dragon willing to bond 
with the character. Must not have a familiar or cohort. 

Class Skills 

The dragon sorcerer's class skills (and the key ability for each 
skill) are Concentration (Con), Craft (Int), Diplomacy (Cha), 



Table 1-2: The Dragon Sorcerer 



Class 


Base 


Fort 


Ref 


Will 






Level 


Attack Bonus 


Save 


Save 


Save 


Special 


Spells Per Day 


1st 


+0 


+0 


+2 


+2 


Dragon cohort 


+1 level of existing class 


2nd 


+1 


+0 


+3 


+3 


Spell power, empathic communication 


3rd 


+1 


+1 


+3 


+3 


Dragon feat 


+1 level of existing class 


4th 


+2 


+1 


+4 


+4 


Resist dragonfear 




5th 


+2 


+1 


+4 


+4 


Dragon feat 


+1 level of existing class 


6th 


+3 


+2 


+5 


+5 


Improved spell power 




7th 


+3 


+2 


+5 


+5 


Scry dragon cohort 


+1 level of existing class 


8th 


+4 


+2 


+6 


+6 


Improved resist dragonfear 




9th 


+4 


+3 


+6 


+6 


Dragon feat 


+1 level of existing class 


10th 


+5 


+3 


+7 


+7 


Spell Resistance 
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Handle Animal (Cha), Knowledge (arcana) (Int), Profession 
(Wis), and Spellcraft (Int). See Chapter 4 of the Vlayers 
Handbook for skill descriptions. 

Skill Points at Each Level: 2 + Int modifier 

Class Features 

All of the following are class features of the dragon sorcerer 
prestige class. 

Weapon and Armor Proficiency: Dragon sorcerers gain 
no new weapon, armor or shield proficiencies. 

Spells Per Day: A dragon sorcerer's life focuses on 
learning more about the arcane. Thus, at every other level of 
dragon sorcerer, starting with the first, the character gains 
new spells per day as if she had also gained one level in one 
of her existing spontaneous arcane caster classes. She does 
not, however, gain any other benefit a character of that class 
would have gained. 

Dragon Cohort: At 1st level the Dragon sorcerer must 
choose to voluntarily give up the ability to summon a 
familiar and have a cohort. This allows for a magical bond to 
form between the Dragon sorcerer and her dragon, which 
would otherwise have had to be shared by the sorcerer's 
summoned familiar, and the trust required in the friendship 
of a cohort. Once these two conditions are met the character 
embarks on the Dragon Sorcerer class. 

Use the same information from the Dragonlance Campaign 
Setting on pages 77, 78 and 79 as pertain to the Dragon 
Cohort ability. 

Spell Power (Su): At 2nd level, the dragon sorcerer can 
draw upon her dragon partner's natural magic reserves and 
increase her spell power. This ability increases the Caster 
Level of all spells and spell-like abilities of the dragon 
sorcerer by +1 for every spell slot of the dragon expended in 
this way. That dragon spell slot becomes unavailable as if the 
dragon had used it to cast a spell as normal. This ability only 
applies when the dragon sorcerer and her dragon are within 
one mile of each other and the dragon still has at least one 
spell slot available. 

Empathic Communication (Su): Starting at 2nd level, 
the dragon sorcerer is able to use nonverbal communication 
with her partner dragon. She cannot see through the 
dragon's eyes, but the two are able to communicate 
telepathically, sharing information and feelings through an 
empathic bond. This is a supernatural ability, which only 
applies when the dragon sorcerer and her dragon are within 
one mile of each other. 

Dragon Feat: By 3rd level, the impulsive, impetuous 
nature of the humanoid dragon sorcerer has begun to rub off 
on her dragon partner. As a result, the dragon starts to learn 
at a faster rate. The dragon partner gains knowledge of one of 
the following metamagic feats: Empower Spell, Enlarge 
Spell, Extend Spell, Heighten Spell, Maximise Spell, 
Quicken Spell, Silent Spell, Still Spell or Widen Spell. The 
bonus feat does not count against the dragon's normal feat 
capacity, though it must still meet all prerequisites, as noted 
in the appropriate feat descriptions. A dragon sorcerer must 
spend one week training with the dragon in order for it to 
receive the bonus feat. The dragon sorcerer may bestow a 



second bonus feat at 5th level, and a third at 9th level. The 
additional feats require the same training time as the first. 

Resist Dragonfear: At 4th level the dragon sorcerer has 
spent enough time around dragon-kind to be able to offer 
resistance against dragonfear, and so gains the feat Resist 
Dragonfear (as described in the Dragonlance Campaign 
Setting) even if she does not meet the feat's prerequisites. 

Improved Spell Power (Su): This ability behaves like its 
lower counterpart, Spell Power, except it also increases the 
DCs of any spells and spell-like abilities by +1. 

Scry Dragon Cohort (Sp): If the dragon sorcerer is 7th level 
or higher, she may scry on her dragon partner (as if casting 
the spell scrying) once per day as a spell-like ability. 

Improved Resist Dragonfear: The dragon sorcerer gains 
the benefits of the Improved Resist Dragonfear feat (as 
described in the Dragonlance Campaign Setting) at 8th level 
even if he does not meet the feat's prerequisites. 

Spell Resistance (Su): At 10th level, the dragon sorcerer 
becomes more resistant to spells targeted against her due to 
her close proximity with her dragon partner. The dragon 
sorcerer's SR increases by her partner dragon's ECL (see 
Table 2-15 on page 79 of the Dragonlance Campaign Setting). 
This ability only applies when the dragon sorcerer and her 
dragon are within 60 feet of each other. 

Ex-Dragon Sorcerers 

Should a dragon sorcerer lose the connection to his dragon 
in any way (such as through the dragon's death or falling out 
of the dragon's favour and friendship), as well as suffering 
any penalties for losing a cohort (see the Dungeon Master's 
Guide) he loses all benefits granted by the class with the 
exception of Resist Dragonfear, Improved Resist Dragonfear, 
and spells per day. He may again summon a familiar and 
attract a new cohort should he wish to do so but he is unable 
to progress further in the Dragon Sorcerer class until he 
befriends a new dragon. A slain dragon partner cannot be 
replaced until a year and a day has passed. While slain 
dragon partners can be raised from the dead, the magical 
bond has been broken by their passing and takes a year and a 
day to reform. The dragon retains any bonus feats gained 
through partnering with the dragon sorcerer. 
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ields of the Dead 

-Written by Neil Burton & Luis lemando de Vippo 



t's barely four days since we 
escaped the Gray Tunnel. I 
write these notes now, 
crouched deep inside the 
abandoned burrow of some foul 
creature, so that the events of the night 
don't elude me later on. 

Clarion's grasp on life is tenuous. I can hear her laboured 
breathing over the wind. I've done almost everything I can. 
If she survives until sunrise, she may regain the strength to 
entreat Kiri-Jolith for power enough to heal herself, though 
it will go against all of her righteous piety to spend that 
energy on herself, the stupid woman. If I have to force the 
words out of her, though, I will. I've got no intention of 
storming Amon's citadel on my own. Not after what he just 
unleashed on us. 

I'll waste few words on our terse meeting with Gunthar 
and his entourage the day we left the Tunnel. I doubt he 
would even have given me the time of day, let alone 
entertained me in his halls, if Clarion hadn't been in tow. So 
much for time being the healer of all wounds. His pride sat 
like a fat bodyguard between the two of us all that night. It 
irks me that he showed a priest he had never met more trust 
in one night than he has shown me in a lifetime, but I have 
to admit the information he gave us was sound. His people 
have heard many rumours these last weeks, of a ghostly 
citadel that rides the night winds of Ergoth, and it was to the 
plains on the southern of the two islands that he directed us. 

Clarion was profuse in her thanks — it wouldn't have done 
for a chosen of Kiri-Jolith to disrespect the highest ranking 
Solamnic Knight in the land. Myself, I took his food and his 
information and I left. If I never see the face of that prideful 
Knight again, it'll be too soon. It doesn't become a man of his 
stature to hold a grudge for so long, and I told him so. It's not 
as if I killed those knights — they knew the dangers they 
faced. We all did. 

In any case, we were keen to move. The smell of our 
quarry was heavy on the air, and we were surprised that 
tracking him down had been so easy. Such circumstances 
conspire to trap the unwary, but the opportunity to chase 



Amon down in just a few days travel was too enticing for us 
to ignore. My own experience with the renegade suggested 
he would rely on the same kind of necromantic defences 
that kept me at bay in our last encounter... but I was far 
more prepared now than I was then, and besides which, I 
didn't have one of the Holy Order with me all those years 
ago. I have seen Clarion wield her faith in many ways over 
the years, but rarely have I seen her eyes sparkle with as 
much fervour as when she is facing down an assault by the 
undead. I was looking forward to seeing her in action, and 
prepared my own assault on the assumption that she could 
handle whatever Amon threw at us from that direction. 
Mistake number one. 

Two days of unorthodox travel later (maybe I'll survive 
long enough to ask Clarion exactly when she made the 
acquaintance of a mated pair of silver dragons, and why they 
were laughing at me the whole time after all I have done for 
their kind), and we came upon our target. We had neither of 
us stepped one foot on Southern Ergoth before our 
respective connections to Amon screamed that he was here. 
Clarion's locate spell pinpointed the artefact she sought with 
unerring accuracy, and though the ease with which her spell 
pierced whatever protections he must have cast did worry 
me, she assured me that the power of the Keyser Circlet 
exceeded any wizard's capacity to shroud it from her. It 
seemed a reasonable explanation. 

Mistake number two. 

We slept the first day, wanting to travel at night on the 
assumption that Kreeg's predilection for drama would mean 
his citadel was more likely to appear after dark. As it turned 
out, we weren't wrong. We closed in, and it was late on the 
third night out of Sancrist when we stood on a bluff 
overlooking one of the great barren plains of Southern 
Ergoth, and saw Kreeg's citadel floating in a ghostly haze 
above it. 

At this point, we should have turned away. The citadel was 
vast, much bigger than I expected. It emanated the stink of 
the necromancer's craft like a rank cloud, swept on invisible 
winds over the plains and engulfing us in chill air. The 
barren grassland beneath it was crisp and dead. Not a single 
insect buzzed in the heavy atmosphere, and it was obvious to 
both of us that Amon held the entire plain in his thrall. 
Whatever nervousness I felt was quashed with the same 
ruthlessness I hoped to demonstrate to the renegade when I 
finally came face to face with him, and I could see my 
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companion making the same effort to hide her fear. Still, we 
should have turned back, but we didn't. 

I'll flatter you with the intelligence to count the number 
of that mistake. 

We descended, pushing through the cloying air. Clarion 
brandished her Medallion of Faith like a shield, one hand on 
her mace, her body tense to unseen dangers. I had already 
steeped myself in powerful defensive enchantments, but if 
we fell under sudden attack, I would follow her lead in 
deference to her many years of experience in close-quarter 
combat. As it turned out, it didn't take long for the first 
defences of what I have come to know (and document) as 
Amon's Field of the Dead rose up against us. 

The initial assault was unimpressive — a selection of weak 
attacks from low calibre undead. Clarion didn't waste her 
abilities on them, but simply swatted them aside with her 
mace, to crumble or collapse to a second death at her feet. 
The hungry dead of many races were brought to bear — elves, 
dwarves, humans, and by the time I was forced to engage 
with my own offences, ogres. It was as if the undead of all 
the past ages of Krynn were being called upon; we fought 
the elven footsoldiers of the Kinslayer War, the phalanxes of 
Istar, the starving hordes of the Age of Despair, the 
regiments of the Golden General's army... and still they 
came, shining with a steely patina which toughened them 
against our attacks. 

In time Clarion sheathed her mace and wielded her 
Medallion of Faith in its place. The trinket shone with the 
light of her devotion to the Sword of Justice and the effect 
was instantaneous, but far less dramatic than either of us 
anticipated. Where I had expected them to be annihilated by 
the score, I could count on one hand the number that were 
destroyed outright by her assault. Others turned feebly from 
her path, but did not retreat in despair as I had seen them do 
in the past. I didn't spare more than a glance for the 
panicked look Clarion turned in my direction. Though the 
magic I was being forced to unleash was alarmingly 
powerful, I chose to push on. 

This was my last mistake of the night, and I fear it may 
have cost my friend her life. 

The crowds of the dead suddenly parted to reveal a 
creature such as I had never seen: a towering, multi-armed 
skeleton, whose bones gleamed in the ethereal radiance of 
the looming citadel, and whose eyes glowed with a deep 
ruby red that betrayed a vile potency and intelligence. 
Clarion was stunned by the monstrous aberration, and it was 
only by the slimmest of margins that I counter-spelled its 
attempt at a chain lightning evocation that could have 
brought her to her knees. I shouted at her to get a hold of 
herself, and prayed that we would survive the skeleton's next 
attack. 

The skeleton advanced on Clarion, clearly intent on 
dealing with her first (perhaps it thought her the biggest 
threat, though I find that hard to believe), burbling arcane 
syllables that reverberated through the night air. The spell — 
some kind of variation on eyebite, I think — seemed to strike 
her in the stomach. She doubled up, retching and vomiting 
on the ground, sweat standing out on her forehead. She had 
been rendered an easy target for the creature's six claws, 
which glistened with unnatural keenness as it closed in. I 



unleashed a steamball on it, hoping to destroy or at least 
delay it before it reached her, and though the scolding attack 
hissed and spat off the creature's bones, it didn't even slow its 
stride before raking three of its metallic claws in a 
backhanded swipe across the hapless cleric. She was thrown 
backward to land in a bloodied heap, and it was at that 
moment that common sense finally prevailed upon me to 
retreat. We had been outdone that night, and I knew it. 

Evoking a wall of ice to block our escape, we stumbled away 
from the scene of the battle, Clarion bleeding from many 
terrible wounds. I was prepared to use more dramatic means 
of flight if necessary, but the lesser undead melted back into 
the ground behind us, and the skeleton that did so much 
damage now waits on some unseen threshold, unwilling or 
unable to follow us back to the foothills. I can see its eyes in 
the darkness. 

I've tended to my friend as best I can with the limited 
alchemy I have on my person, but I'm no healer, and these 
wounds are dire and will not close. Tiny slivers of what look 
like steel glisten in the blood and firelight. My only hope is 
that she can survive long enough to apply her own magic to 
herself. If I start to lose her, I do have one last recourse, but I 
fear she will never forgive me if I use it. 

I'll wait for her God to decide one way or the other. 

Amon's Necrology Treatise 

This black leather bound volume contains nearly all the lore 
that the renegade Amon has amassed on his specialized 
subject of necromancy, and the amount of knowledge found 
within its pages is enough to stagger even a priest of 
Chemosh. 

Despite its tremendous power the book itself is pretty 
nondescript and can easily be overlooked amidst more 
mystical volumes. The black leather cover is believed to be 
the hide of a black dragon, and the book carries further 
enchantment as well since its proportions and page count 
never seem to tally with the encyclopedic knowledge within. 
In fact, every time one reads the book, new knowledge is 
uncovered. To a detect magic spell the book radiates faint 
necromancy and conjuration. 

The first third of the book deals with everything 
concerning undead, negative energy, and its uses. In this 
part you can find a detailed necrology of the more common 
types of undead (such as ghouls, ghasts, zombies and 
skeletons, among others) along with an analysis of the more 
uncommon types (such as vampires, spectral minions and 
death knights, among others). Of special interest to Black 
Robed wizards is an exacting guide to becoming that rarest 
of undead spellcasters, the lich. This guide includes all of the 
necessary steps and formulae for the dread potion necessary 
to achieve lichdom. 

That in itself is enough to make most Black Robes drool 
over the prospects of getting their hands on the tome, but it 
is not all the book has to offer. Immediately after the treatise 
on lichdom you can find all of common necromantic spells 
(all the ones found in the Vlayer's Handbook), usually with 
additional commentary or annotations by Amon himself, 
and variations on the common spells. As such this volume is 
highly sought after by necromancers who know of its 
existence. 
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Only a select few know about the secret knowledge 
contained in the final third of the book: the ability to create 
steel undead, the terrible death skeleton, and the mortal 
wounds on Krynn known as the Fields of Necromancy (or 
Fields of the Dead); fewer still have the necessary knowledge 
to use it effectively (ten levels in the Wizard of High Sorcery 
Prestige Class plus eight levels of regular wizard). Details on 
these monstrous creations can be found later in this article. 

The book is heavily guarded by both magic and mundane 
undead. Any non-evil person that touches it suffers an 
energy drain and gains 4d4 negative levels (DC to recover 
25). To further its protection the book is inside one of the 
Fields of Necromancy created by Amon, but no-one knows 
which one houses it. To further its protection, all undead 
within a one mile radius of the book gain immunity to the 
Turn or Rebuke Undead ability. 

The following new spells are detailed in the book. 

Create Steel Undead 

Necromancy (Evil) 

Level: Wiz 7 

Components: V, S, M 

Casting Time: 6 hours 

Range: Close (25 ft. + 5 ft./2 levels) 

Target: ld6 undead 

Duration: Instantaneous 

Saving Throw: None 

Spell Resistance: No 

When the final syllable of this spell is uttered ld6 undead 
within the area of effect are given the steel undead template 
(see below for a full description of the template). 

This spell must be cast at night when Nuitari is in High 
Sanction. 

Material Components: At least 200 stl pieces or equivalent stl 
trade bars or unworked steel. 

Create Death Skeleton 

Necromancy (Evil) 

Level: Wiz 8 

Components: V, S, M 

Casting Time: 6 hours 

Range: Close (25 ft. + 5 ft/2 levels) 

Target: One corpse 

Duration: Instantaneous 

Saving Throw: None 

Spell Resistance: No 



with the heart of a Knight of Solamnia dead no more than 1 
day per level of the caster. 

Field of Necromancy 

Necromancy (Evil) 
Level: Wiz 9 

Components: V, S, M, XP 
Casting Time: 1 month 
Range: Long (400 ft. + 40 ft level) 
Area: One mile cube (see below) 

Duration: 10 year per caster level or until dispelled (See 
below) 

Saving Throw: Fort negates 
Spell Resistance: No 

When this terrible spell is cast it opens a gateway to the 
Negative Energy Plane that releases its baleful energies and 
contains them inside a 1-mile cubic area. All living creatures 
inside the area of effect, from the tiniest bacteria to the 
greatest dragon, must make a Fortitude Save (DC 20) or 
suffer ld4 negative levels. This saving throw must be made 
anew for every hour the subjects remain inside the field. 
These negative levels cannot be removed (or overcome 
naturally) while the victim is inside the area of effect of this 
spell. Creatures entering the field of necromancy after the spell 
has been cast must also make the save as stated above. 

For every 10 negative levels that the field drains it grows 
ten feet in every direction. Also, the initial spell area grows 
about 10 feet in all directions with each passing year, as the 
life draining energy destroys all life to sustain itself. Undead 
inside the field gain the Turn Immunity special ability. 

The casting of the spell is a long and laborious task. A full 
month must be devoted to the casting, allowing only 8 hours 
for the spellcaster to eat and rest. Any interruption ruins the 
spell and half of the monetary cost; the caster is free to begin 
the spell anew right away though. 

The field of necromancy spell lasts for 10 years per level of 
the caster, unless a create death skeleton is cast within its area 
of effect which extends the duration to permanent. 

Material Component: A small replica of a door of dwarven 
manufacture and embedded with 4 gems. The replica must 
be worth at least 500 stl pieces by itself and the jewels used 
must be worth at least 400 stl pieces each. 

XP Cost: 10.000 XP plus two points of Constitution. 



Sample Steel Undead 



A specialized version of the greater create undead spell, this 
evil necromantic magic creates only death skeleton out of 
the corpse of a wizard of at least 14th caster level. The newly 
created undead is under the complete control of the caster 
and must obey the spirit, as well as the letter, of its master's 
orders. See below for details on the death skeleton. 

This spell must be cast at night when Nuitari is in High 
Sanction and Solinari is in Low Sanction. 

Material Components: A yew casket tailored to the corpse to 
be raised inlaid with at least 10 jewels worth more than 100 
stl pieces each. The heart of the cadaver must be replaced 



Steel Ghoul 

Medium Undead (Steel) 
Hit Dice: 2dl2(l3hp) 
Initiative: +0 
Speed: 30 ft. (6 squares) 

Armor Class: 18 (+8 natural), touch 10, flat-footed 18 

Base Attack/Grapple: +1/+4 

Attack: Bite +4 melee (ld6+2 plus paralysis) 

Full Attack: Bite +4 melee (ld6+2 plus paralysis) and 2 claws 

+2 melee (ld3+l plus paralysis) 
Space/Reach: 5 ft/5 ft. 
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Special Attacks: Ghoul fever, paralysis, wounding sliver 
Special Qualities: Darkvision 60 ft., undead traits, +3 turn 

resistance, damage reduction 2/rust, rust vulnerability 
Saves: Fort +0, Ref +2, Will +5 

Abilities: Str 17, Dex 11, Con — , Int 13, Wis 14, Cha 10 
Skills: Balance +6, Climb +5, Hide +6, Jump +5, Move 

Silently +6, Spot +7 
Feats: Multiattack 

Environment: Any 

Organization: Solitary, gang (2-4), or pack (7-12) 

Challenge Rating: 3 

Treasure: None 

Alignment: Always chaotic evil 

Advancement: 3 HD (Medium) 

Level Adjustment: — 

Combat 

Ghoul Fever (Su): Disease — bite, Fortitude DC 12, 
incubation period 1 day, damage ld3 Con and ld3 Dex. The 
save DC is Charisma-based. 

An afflicted humanoid who dies of ghoul fever rises as a 
ghoul at the next midnight. A humanoid who becomes a 
ghoul in this way retains none of the abilities it possessed in 
life. It is not under the control of any other ghouls, but it 
hungers for the flesh of the living and behaves like a normal 
ghoul in all respects. A humanoid of 4 Hit Dice or more rises 
as a ghast, not a ghoul. 

Paralysis (Ex): Those hit by a ghoul's bite or claw attack 
must succeed on a DC 12 Fortitude save or be paralyzed for 
ld4+l rounds. Elves have immunity to this paralysis. The 
save DC is Charisma-based. 

Wounding Sliver (Ex): When the undead scores a 
critical hit, a sliver of steel remains in the body of the victim 
dealing an extra hit point of damage per round. Any 
application of healing magic closes this wound, as does a 
Heal check (DC 20). 

Rust Vulnerability (Ex): Steel undead are especially 
susceptible to rusting attacks, all such attacks deal double 
damage against steel undead. 

Creating A Steel Undead 

Steel Undead is an acquired template that can be added to 
any Medium size non spellcaster humanoid undead (here- 
after referred to as the base creature). The creature uses all of 
the base creature's statistics and special abilities but it 
changes as follows: 

Hit Dice: Remains dl2 but the base creature gains +1 hit 
point per hit die. 

AC: The base creature's natural armor increases by +6. 

Attacks and Damage: A steel undead retains all of the 
attacks of the base creature and but gains a +1 bonus to each 
die of damage that it inflicts using natural weapons, due to 
razor steel barbs. 

Special Attacks: Steel undead retain all of the special 
attacks of the base creature. In addition they can wound 
their victims. 

Wounding Sliver (Ex): When the undead scores a critical 
hit, a sliver of steel remains in the body of the victim dealing 



an extra point of damage per round as a wounding weapon. 
Any application of healing magic closes this wound, as does a 
Heal check (DC 20). 

Special Qualities: Steel undead retain all of the special 
qualities of the base creature and gain the following 
additional qualities. 

Turn Resistance (Ex): A steel undead is treated as an undead 
with 1 more Hit Die than it actually has for the purposes of 
resisting Turn or Rebuke Undead. This stacks with the turn 
resistance special ability of the base creature, if any. 

Damage Reduction (Ex): Steel undead have a damage 
reduction of 2/rust. 

Rust Vulnerability (Ex): Steel undead are especially 
susceptible to rusting attacks, all such attacks deal double 
damage against steel undead. 

Abilities: Differ from the base creature as follows: Str +4, 
Dex -4, Cha -2. 

Challenge Rating: Base creature +2. 

Death Skeleton 

Medium Undead (Steel) 
Hit Die: 14dl2 (91 hp) 
Initiative: +2 
Speed: 60 ft. (12 squares) 

AC: 22 (+2 Dex, +10 natural), touch 12, flat-footed 20 

Base Attack/Grapple: +10/+12 

Attack: Claw +12 melee (ld6 + 2) 

Full Attack: 6 Claws +10 melee (ld6 +2) 

Space/Reach: 5 ft/5 ft. 

Special Attacks: Spells, energy drain 

Special Qualities: Darkvision 60 ft., fire resistance 15, 
damage reduction 15/magic, undead traits, turn resistance 
+4, black robe benefits, multiple casting, anchored 
location 

Saves: Fort +4, Ref +6, Will +11 

Abilities: Str 14, Dex 14, Con — , Int 20, Wis 14, Cha 10 
Skills: Concentration +17, Hide +10*, Knowledge (arcana) 

+22, Listen +10*, Move Silently +10*, Spellcraft +22, Spot 

+10* 

Feats: Combat Casting, Combat Expertise, Combat Reflexes, 
Dodge, Greater Spell Focus (Necromancy), Mobility, 
Multiattack, Spell Focus (Necromancy), Spring Attack. 

Environment: The fields of necromancy 
Organization: Solitary 
Challenge Rating: 17 
Treasure: None 

Alignment: Always Chaotic Evil 
Advancement: None 
Level Adjustment: — 

A death skeleton (fortunately only one is known to exist but 
nothing precludes the possibility of others) is the foulest 
creation of the renegade Amon. Standing 5 feet tall, it is 
distinguished by its six arms and its steel-like appearance. 
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Combat 

A death skeleton is a dangerous and cunning opponent. 
Incapable of leaving the field of necromancy that spawned it, it 
knows every rock and corner of it like the back of its claw. 

A death skeleton will usually attack from ambush and in a 
flurry of spells destroy those foolish enough to enter the 
field. If it cannot defeat the intruders it will retreat under 
cover of spells and wait for the opportunity to attack again. 

Spells: A death skeleton can cast arcane spells as a 14th 
level wizard (5/5/5/5/5/3/2/1; Save DC is 15 + spell level or 

17 + spell level for necromantic spells). 

Black Robe Benefits (Ex): In game terms a death 
skeleton is a wizard 4/black robe 10 and has all the abilities 
afforded to that Prestige Class (check the Dragonlance 
Campaign Setting for details on the Black Robe Prestige 
Class). 

Energy Drain (Su): If three claws attacks hit the same 
target the death skeleton uses its energy drain attack to 
inflict one negative level on the victim. The DC to recover 
the lost level is 17. 

Multiple Casting (Ex): A death skeleton can use its six 
arms to cast spells. Each pair of arms can cast a spell, to a 
maximum of three spells per round using all arms. A hit 
during the casting process forces a Death Skeleton to make 
Concentration checks for all the spells being cast. If the 
Death Skeleton uses at least a pair of arms to cast spells, he 
cannot perform any other action, not even a 5-foot step. 

Turn Resistance: A death skeleton is turned as if he had 

18 hit dice. 

Anchored Location (Ex): A death skeleton that leaves 
the field of necromancy in which it was created instantly 
crumbles to dust and is forever destroyed. 

Skills: Due to the extensive local knowledge of the field of 
necromancy to which it is anchored, a death skeleton gains a 
+6 competence bonus to all Hide, Listen, Move Silently and 
Spot checks. 
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Introduction 

-Written by Luis lemando de Vippo 




elcome to the Library of Ages, 
ancient home of the revered 
Astinus of Palanthas, historian 
ofKrynn before the Second 
Cataclysm. You come, I 
presume, seeking lore, and for that you are 
most welcome. I am Asram, known within 
these walls as 'The Answering Spirit', and I 
will be your guide you through our endless 
halls of knowledge. 

Heh — I see you notice my ghostly state. Don't fret, I am 
neither evil nor vengeful. I seek only to serve, and for as long 
as I am able, I will answer your questions and ease your 
doubts. 

What's that? No, I'm afraid you cannot talk to our master, 
he is too busy, and no, I won't tell you who the master is. if 
you have a question, you can ask me or any aesthetic in the 
library who acknowledges your presence, and we will 
endeavor to find the answer as quickly as we can. Should the 
answer not be contained within this library — an unlikely 
eventuality — then we will have to pass it on to others for 
consideration. 

Who are they? Oh, we have extensive contact with both the 
Herald and the Sage, if you could see the body of information 
contained in just one of their letters... but I digress. Even the 
most ancient children of Krynn — the dragons — have been 
known to answer our call. So you see, there is very little we 
cannot tell you, and at the cost of just a small donation to the 
library funds . . . 

Next issue, we're going to be starting a series that are new to 
the Tobril — Aesthetic Advice. The concept is simple: send us 
your Dragonlance questions, and we will answer them. Our 
body of aesthetic advisors stands by to trawl, at a moment's 
notice, through endless piles of game books, selflessly giving 
their all for your enlightenment. Here are a few ground rules 
for the new series: 



# Questions should ideally be submitted to 
aa@tobrilmagazine.com (or to any one of our other 
contact addresses). We'll process the query and — 
usually — post a response to you within a day or two. 
Then we'll publish the question in the next issue so that 
others may benefit from your quest for knowledge. 

# Include as much detail as possible in your question or 
problem so that our aesthetics can give you the very best 
advice possible. 

^ Questions regarding previous incarnations of 
Dragonlance (AD&D 1st and 2nd editions, and SAGA) 
will be answered, but questions about the newer 
systems will take precedence. 

^ Questions on the novels should also be answered, but 
again, gaming will take priority. 

^ Nonsensical questions or questions that are obviously a 
joke will not even get a response. Our aesthetics are 
quick to anger, and should not be provoked! 

^ None of our answers are to be considered official: they 
are simply our best efforts based on the information we 
have available to us. If any of our responses are official, 
coming from either Wizards of the Coast or Sovereign 
Press, this will be noted in the answer. 

# Please include your name (real name or an alias), and an 
e-mail address if not the one you sent the question from. 
We might need to contact you for further clarifications 
about your question. 

Sample Question 



Do I need to take the Wizard of High Sorcery prestige 
class to belong to the orders? 



No, the Conclave is explicit in this. All wizards who pass the 
test are considered Wizards of High Sorcery. Those who 
pursue the Prestige Class are that much more devoted to the 
Orders and more likely to be elected members of the 
Conclave. 
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Dragonlance Character Sheet 

— Written &> designed by Richard Connery 




ou've all been there: the 
standard character sheet 
doesn't seem to accompany 
your character's growth. Either 
because you've chosen to 
multiclass or, like with Dragonlance, you're 
not playing in core D&D, or simply because 
your DM introduced some house rules. 

This character sheet doesn't propose to solve all the world's 
problems but will hopefully allow you to record your hero's 
adventures a little better. What follows are some instructions 
on what it all means and how best to use the Character 
Sheet. 

This character sheet presents character options, notably 
classes and feats, which were first introduced in the 
Dragonlance Campaign Setting. Since this is the core book of 
the setting it's assumed every gaming group will have at least 
one copy. There are also some other character options 
presented in the Age of Mortals sourcebook. Since this is an 
optional sourcebook these are specifically indicated where 
they are used. 

The sheet was designed with facilitating future multiclass. 
You also have extra space to add any prestige classes' 
information that your character belongs to as well as 
providing you with two different Spellcaster blocks. It also 
allows you to easily record your characters of non-standard 
races (i.e. those with a Level Adjustment) by allowing you to 
fill out the character's experience table. 

Two other clarifications about the Equipment page are 
probably in order. You can see that in the bottom of the 
Backpack block there is this line: 

5 potions - 5 scrolls = 5 wands - 5 gems = 50 coins - 1 lb. 

This is a small house rule my gaming group uses, mostly to 
simplify weight calculations. We like to keep the action and 
story going without bogging down in the details but, on the 
other hand, we don't want to strain our suspension of 
disbelief. This small reference allows players to quickly 
gauge how heavy those items, which the Dungeon Master's 



Guide qualifies as "of negligible weight", really are. Use it or 
discard it at your own (or rather, your DM's) volition. 

The second one is about the Quick Items block. Write 
down your character's weapons here (longswords or wands, 
whatever your character's taste). The backpack can still have 
more weapons, of course, but this block represents those 
weapons that your character is more prone to using. 

I'll be updating the character sheet when new 
Dragonlance products are released and like everything else 
Tobril related we always welcome to any suggestions you 
might have. 

I'd like to thank my co-editors and the rest of the 
Whitestone Council for their feedback and most especially, 
I'd like to extend a warm thank you to my players which 
have provided me with more suggestions than I could hope 
to implement (well, I could if the Character Sheet was ten 
pages long) since I first presented them with an early draft. I 
know you didn't help out just to get any special favours for 
your characters ... so you won't get any. 
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